For some time now experiential learning in its various forms has been a part of many law schools' curricula in the United States, Canada and Australia, where law is predominantly studied at graduate level. The teaching and learning approach has also gained momentum in UK law schools; it is not uncommon at postgraduate level (BPTC and LPC), 2 has been incorporated in many different ways within the undergraduate LLB curriculum too and in some cases linked to credit-based 1 
Introduction
For some time now experiential learning in its various forms has been a part of many law schools' curricula in the United States, Canada and Australia, where law is predominantly studied at graduate level. The teaching and learning approach has also gained momentum in UK law schools; it is not uncommon at postgraduate level (BPTC and LPC), 2 has been incorporated in many different ways within the undergraduate LLB curriculum too and in some cases linked to credit-based assessment. 3 Research is currently being undertaken into the use of and engagement with clinical legal education in UK Law Schools. 4 This article briefly examines the landscape of experiential learning within the UK undergraduate law curriculum, the value of role-play simulation in the learning process, the rationale behind a very small-scale empirical research study undertaken by writer, its methodology and the study's outcomes from which it will be proposed to advance the notion that experiential learning does not have to be "real-time" for students to learn experientially. 5 Furthermore, a case is made for role-play simulation to be considered as an effective substitute where the constraints of other experiential learning approaches, perhaps due to institutional culture, staffing availability or on the grounds of cost, can prohibit or limit experiential learning theory (ELT) engagement.
Experiential learning; the opportunities available in legal education
Those who have been involved in developing experiential learning opportunities within law schools will be aware that it can be implemented in many different ways. The approach may be delivered effectively through work-based learning, placements/internships, community-based projects/individual studies, 'live clinics', problem-based learning strategies and observations. 6 However some law graduates wanting to enter the UK legal profession will only encounter a court room for instance for the first time when they enter practice. Why leave it until the training contract or pupillage for students to experience aspects of the professional world for real?
Role-play simulation exercises are arguably an effective way of engaging students in the experiential learning paradigm which has been defined by Kolb as "the process whereby knowledge is created through the transformation of experience." 7 The participant is placed in an assigned role within a specific situation and they are challenged to find ways to address the issues presented and consequences that can follow from various courses of action. 8 The method is based on role-theory where participants adopt assumed positions and interact in a simulated life situation. This occurs for some educational purpose, usually under the guidance of the person with academic responsibility. The interaction is spontaneous and at its conclusion there is an opportunity for discussion. 9 Simulations are based on case-studies or scenarios, and include role-play and activity, often collaborative, in an authentic environment that in some way or other reconstructs aspects of real-life tasks. 10 The typical educational simulation exercise has five parameters; these are the goals of the simulation, the roles of the participants, the relationship among the participants, the rules governing the relationships, and the criteria for determining when goals are achieved. 11 In designing the role-play scenarios the writer will, as facilitator of these learning approaches, always have in mind these criteria and good preparation is crucial.
Traditional educational theory is as equally relevant to the learning of legal skills as the learning of "black letter law". A view supported by Kift who makes a very interesting point about the relevance of Bloom's theory on learning objectives in relation to the learning of legal skills. 12 The three domains forming Bloom's taxonomy are the cognitive (thinking/knowledge), the affective (feelings/attitude) and the psychomotor (doing/skills). 13 The third of which Kift points out has traditionally held no place within higher education undergraduate academic curriculum but is, she argues, intuitively the domain which seemingly bears a very close relationship to the learning of skills.
14 Theoretical frameworks are arguably necessary as a foundation for a legal skills based curriculum and this is a prerequisite for a holistic legal education curriculum to be successfully implemented at undergraduate level. Carter supports this when suggesting that the acquisition of a skill may be made much easier by a greater theoretical grasp of the subject proficiency and can only be attained through diligent practice, evaluation and feedback. 15 This lends support to the argument that in the context of undergraduate legal education, the Bloomian psychomotor domain is closely aligned with legal skills acquisition. Whilst Bloom did not fully complete his work on this third domain, others have contributed to the body of work in this area. For instance Anita Harrow developed the notion of non-discursive communication objectives, of which refer to expressive movements through posture, gestures, and facial expressions, and which have relevance to the acquisition of mediation skills. Such expressive movements refer to interpretative engagements that communicate meaning without the aid of verbal commands or help, skills which students should be able to develop as part of the practical application of their theoretical understanding of dispute resolution through both negotiation and mediation role-play simulation.
16 10 The Mediation Clinic at Canterbury Christ Church University has provided some very useful material from mediations which it has undertaken. These have been used to design and construct role-play scenarios for students to participate in during class. Basing simulations on "real life" situations helps to bring the learning process alive. The assessment of practical elements of the module has also used performing arts students in an attempt to make the simulated scenario more "real". 11 Ferber P, Adult Learning Theory and Simulations; Designing Simulations to Educate Lawyers, 9 Clinical L. Rev. 417, 2002-3. 12 Kift, S. (1997) Whilst there is existing academic argument and empiricism to support extending clinics far beyond the realms of simulation in order to integrate theory with practice, there has been clear acknowledgement from law schools about the positive role that simulation can play within the undergraduate legal education arena in helping to fulfil the graduate skills acquisition agenda.
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If this view is to be adopted, then there is surely a case to be made for including such experiential learning and teaching approaches in undergraduate legal education as role-play simulation, the topic which provides the focus for this paper. Bloom's taxonomy is reproduced in figure 1 below.
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Figure 1 A Diagrammatic Summary of Bloom's Taxonomy
The value of role-play
Single teaching methodology such as the 'chalk and talk' approach can become monotonous, a view supported by Vaughn who, some twenty years ago, was using role-play simulation to teach first year civil procedure to graduate law students at the Washington College of Law. From his own experiences Vaughn observed that through simulated exercises his students were able to learn to cooperate with each other and better make the connection between theoretical principles and practice, it also permitted the examination of ethical principles in a specific rather than an 17 See Hall J, and Kerrigan K, Clinic And The Wider Law Curriculum, 16 Int'l J. Clinical Legal Educ. 25 (2011) , who believe that simulated activities, if they are well designed and implemented intelligently as part of an integrated learning package, can go a long way to breaking down the artificial distinction between the theory and practice of law. These forward thinking advocates and implementers of clinical legal education within undergraduate legal education in the UK, believe that simulated activities have an important place in the encouragement of a more holistic view of the study of law. Also available at http://www.ukcle.ac.uk/resources/teaching-and-learning-practices/can-the-traditional/ (Accessed on 1 st May 2014). 
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Understanding Knowledge abstract way. 19 Research has shown that students do respond favourably to role-play simulation and in some circumstances prefer simulation-based projects over traditional classroom methods.
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Within many different and varied subject disciplines and at various stages during the education process, active as opposed to passive learning approaches, can achieve the ability to bridge theory and practice and this has been tested through role-play simulation with favourable results. 21 The field of nursing has used role-play simulation for many years and can bear witness to its value in contributing to clinical reasoning as well as constructing the link between theory and practice very effectively. 22 There is also evidence that simulation can promote deeper learning of the subject matter, 23 can help motivate students to learn the curriculum 24 and can have a positive impact on increasing students' overall confidence. 25 Through careful planning, management and implementation, this approach to learning and teaching can also encourage reflection on learning.
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There is a case to be made for some of the basic and transferable skills which will be used by law graduates when they enter practice (and by many others who do not enter the legal profession), such as interviewing skills, counselling and negotiating, to be included within the core curriculum at undergraduate level. All of which can help students develop a sense of the elements of lawyering that extend beyond pure doctrinal legal reasoning and analysis.
27 Such disciplined skills can be effectively , who concluded from a small-scale study of Masters level graduate students on a short negotiation course acquired through situational role-play simulation. Findings of a small-scale study undertaken at RMIT which focussed on blended learning approaches to legal education including role-play simulation, discovered that legal practice simulations provide opportunities for students to experience the application of legal theory in situations designed to replicate legal practice.
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Where there are limited or no opportunities to provide real client experiences, the use and value of role-play simulation can offer an authentic substitute if planned carefully and implemented thoughtfully. Carefully constructed simulation exercises can reproduce some very authentic situations which replicate many of the factual situations to be confronted in the 'real world' and this can be done in an environment which promotes 'safe lawyering'. 29 In the same way that simulation when used in nursing enables learning to occur without risk to patients where students can afford to make mistakes and learn from them. 30 It should be acknowledged of course that whilst recognising the value of role-play simulation, in many educational settings it is generally considered to be a preliminary to, and not a substitute for, clinical opportunities with real life situations.
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It is against this background and with these views in mind that role-play simulation continues to be used to assist the teaching of mediation at undergraduate level within the writer's law school.
The situational context and rationale for the research
Lord Justice Jackson's 2010 review into civil litigation costs 32 promotes the use of alternative dispute resolution (ADR) and particularly mediation as a process for resolving civil disputes. The requirement that lawyers should advise their clients about a range of dispute resolution options, not just litigation, is also now firmly embedded within the Solicitors' Code of Practice. Given the ethical implications of this, a holistic approach to understanding dispute resolution should now be a fundamental part of a UK lawyer's education. This is also evidenced through developments which have taken place in the approach to how civil disputes should be, and are currently being resolved.
It is therefore strongly arguable that mediation is an important aspect of legal education and should be situated within the core curriculum of all qualifying law degrees in the UK. This has long been argued and, to a great extent, adopted in the United States where the broad approach to the learning of dispute resolution at the School of Urban and Regional Planning, Queen's University, Kingston, Canada, that role-play can be very effective for teaching negotiation skills, for preparing students to manage actual conflicts skilfully and to participate effectively in real ADR processes has been supported for many years. 33 The predominate method of learning about this at undergraduate level within UK law schools, has traditionally been through the medium of lectures with reference to mediation as a theoretical process without any in-depth study of its theory or practice. It has traditionally been the province of the "trainer" in a non-academic environment to use a skills-based approach in order to train mediators. There has seemingly never really been an inclination or an attempt to make the link between the theory and practice of mediation in any educational setting.
The writer designed a final year undergraduate law-based optional course called Civil and Commercial Mediation (CCM). During the first year of delivery 10 students enrolled on the course. Each course forms a 20 credit assessed component of a 360 credit undergraduate qualifying law degree, with each course requiring a minimum of 40 hours of teaching time. In contrast to the predominant pedagogical approaches utilised on the law degree at the writer's Law School a significant proportion of the teaching hours on the CCM module included role-play simulation.
The writer engaged in a small-scale study which involved a situational investigation into law students' perceptions of the efficacy of role-play simulation as a means of studying mediation through the use of qualitative research methodology. The study took place over a 10 week period whilst the CCM course was being delivered and all students agreed to participate. The study's findings are arguably pertinent and have the potential for useful application to, and some relevance for, other areas of the undergraduate law curriculum both within the institution where this study took place and for others.
Role-play scenarios have been developed from real life mediation cases conducted by the University's Mediation Clinic. 34 This provides authenticity and enables students to experience the kind of "real world" disputes that exist and through roleplaying a particular "real life" scenario for example, outcomes can be compared with those of the original dispute'.
Methodology
The methods used in the study included; observations, interviews, focus groups and a review of the participants' reflective journals which the enrolled students were required to complete as part of their credit-based assessment. The focus groups and semi-structured interviews were transcribed, hand-written observation notes were made and the participants' reflective journals were carefully scrutinised and data extrapolated.
A broad multi-faceted approach to the research methodology was chosen in order to try to balance the various methods and provide as much as possible a reliable source 33 Rev. 1985 Rev. (1993 , as an indicator that the learning of dispute resolution has been evident in Law Schools in the United States for some time now, although at the time Menkel-Meadow considered that there was a case to be made for it to be more widely taught. 34 All scenarios used were adapted and anonymised for purposes of confidentiality. of data from a small group of participants. For instance each methodological approach to research has its perceived advantages and disadvantages. By acknowledging the most appropriate components of each method and conversely by having an awareness of the varying levels of criticism aimed at each method as identified by a range of researchers and research commentators, it is argued that a very much more balanced and accurate body of data was gathered than if just one research instrument had been used.
The same set of questions was used for both the semi-structured interviews and the focus groups. Each focus group or interview commenced with general questions which were designed to explore how students found the role-plays in which they participated and whether they thought it was harder to take some roles than others, what their views were on the usefulness of the scripts and how their feelings about the role-play evolved over the sessions. All but one student participated. Aspects of deeper learning theory 35 were explored through further questioning, in terms of how the participants considered the role-plays as assisting their understanding of the theoretical aspects of the subject, the perceived barriers to this approach to learning and teaching and how close to reality they considered the role-plays to be, were all areas of exploration. Leading on from that, participants were asked how they might organise the teaching and learning approach differently if they assumed academic responsibility. The role of reflection in learning was explored with the participants, particularly with regard to what part they felt their journal played and their thoughts on the perceived usefulness of feedback gauged. Through additional questioning, participants were required to think about what may have been surprising to them from studying experientially.
There were some supplementary questions about what strengths the participants felt they brought to mediation; these attempted to determine their unconscious competencies. 36 Participants were asked to consider what strengths they made use of intentionally and whether or not they felt that they were successful in so doing. Overall participants were asked to think about their role-play experiences, what they thought they had learned from them, and from whom, the importance of what was learned and how they intended to apply what they learned in their role-play experiences not only in their future work but also in their personal lives, as the kind of skills acquired through the role-play simulation aspect of the module are arguably not just applicable to the workplace, but to life in general. 35 Here it is perhaps helpful to provide a distinction between deep and surface learning approaches. For Entwistle the deep approach requires an intention to extract meaning, producing active learning processes that involve relating ideas and looking for patterns and principles on the one hand, and using evidence and examining the logic of the argument on the other. The approach also involves monitoring the development of one's own understanding. Entwistle considers that the surface approach in contrast involves an intention just to cope with the task, which sees the course as unrelated bits of information which leads to much more restricted learning processes, in particular to routine memorisation, see Entwistle, McCune & Walker (2000) Whilst a significant source of data for this study was gathered through semistructured interviews and focus groups, additional data was gathered through the process of non-participant observation. Analysis of all the observational data gathered enhanced and enriched the quality of the data overall in particular the view of the researcher was that the students did grow in confidence and ability over the duration of the course. This is a point supported by Simpson and Tuson (2003) when they suggest that any tool for data-gathering provides only one picture of the social world, and matches and mismatches of data gathered by different techniques help to enrich the understanding of what is going on. This was certainly true when comparing what was observed during the role-play simulations and what the student participants revealed during the course of the focus groups and semi-structured interviews as well as the views which the student participants expressed in their reflective journals.
The perceived benefits of role-play simulation -the findings
In analysing the data gathered from the research study, the writer employed the constant comparative method which involved the process of carefully going through the data, comparing all the elements such as phrases, sentences paragraphs with all the other elements. 37 This process enabled comparisons to be made. Coding was then used as an analytical method which enabled interpretation of the data gathered for the study. What emerged were a number of themes, which can be broadly summarised as; deep and surface learning theory through immersion, confidence, motivation or willingness to learn, the affective nature of the learning approach, preparation, graduate skills acquisition, learning enjoyment and an appreciation of the importance and benefit of reflection. Some of these themes will be addressed herein to support a case for an increased emphasis on experiential learning within the legal education curriculum.
Deep Learning
The deep learning approach is the intention to establish mastery of the material and integration of it into the learner's existing knowledge base. The surface approach is the intention to achieve short-term memorisation of the material so that it may be reproduced, for example, in an assessment.
38 Many students approach their learning strategically with an intention of neither complete mastery nor short-term memorisation, but maximisation of assessment grades.
39 Through the teaching of mediation at undergraduate level, which can incorporate a significant skills based component which builds upon the subject's theoretical framework, what the writer's study revealed, was that if students are prepared to immerse themselves in authentic situations, they can achieve deep as opposed to surface learning. Through 37 See Thomas G, (2010) Building on the research into deep and surface learning approaches undertaken in Sweden during the 1970s, 40 by the millennium there was a growing body of pedagogical research into legal education, much of it from the US. In a study undertaken into the benefits of experiential learning in the law curriculum at University of Washington Law School, 41 in an interview with one student for the video-tape project "Teach the Whole Class" the researcher reports that one study participant said:
"That was something that definitely when I took the class brought back my enthusiasm for wanting to go out and practice. It made me remember, okay, this is why I'm here, this is what I want to do".
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The generally held view from the educational research in this area (some anecdotal/some empirical) would appear to suggest that that ELT approaches, including role-play simulation, are effective as learning tools and that students learn more deeply with better development and understanding of knowledge and skills in their particular study disciplines. 43 Active learning allows participants to get an indepth understanding of many of the social interactions that arise when evaluating or solving a problem. 44 This approach 45 would therefore seem to facilitate deeper learning opportunities and this is definitely something that the writer's study revealed.
Motivation to Learn
Linked to the achievement of deep learning through role-play simulation is the idea that students can be motivated to learn through such teaching and learning approaches. There is a significant body of empirical evidence from diverse disciplines to support this e.g. from the field of computer-based instructional technology and social sciences in relation to computer simulation as well as from the field of legal education;
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"By playing a role......students start to identify with the role, which gives them a personal stake in the proceeding and enhances their motivation. Students acknowledged that this exercise helped them understand and tackle complicated issues and achieve deeper learning". 47 Students who favour experiential approaches to learning will be motivated to learn through active learning 48 and the author's study seemed to support this. In this regard however, valid arguments from the data analysis emerged about perhaps restricting these more progressive approaches more heavily to optional areas of the law curriculum. There is nevertheless a case to be made for incorporating role-play simulation into the core curriculum in a balanced way, although some modules may be better suited to the approach than others e.g. Tort, Contract, Criminal Law, Administrative Law and Property Law perhaps.
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Certainly learner motivation must have an impact on the efficacy of role-play simulation as a learning tool. From the writer's study in the context of developing knowledge and understanding about mediation, one example of participants' general views on this are reflected in the following; "For me, the most useful aspect of the course was the role-plays as they were both stimulating and motivating".
Available empirical research evidence appears to reveal that students tend to be motivated when learning experientially and the findings of this study support the notion that role-play simulation approaches encourage and can enable students to learn with greater motivation. 49 See Hall J, Kerrigan K, supra n. 17, who have incorporated simulated experiential activities into the Law curriculum at Northumbria, including within four core modules in year one: Contract, Property, English and EU Legal Systems and Crime, Litigation and Evidence; see also Bergman, et al. supra n. 42, who observed that traditional courses such as Administrative Law, Torts, Contracts, and Constitutional Law delivered in US Law Schools were by the mid-1980s making effective use of simulated learning approaches: and for more recent specific examples of role-play scenarios used in areas of the core UK undergraduate Law curriculum and in particular the study of aspects of Criminal Law, see Butcher A, Grimes R, and Parker R, Law in Action: Learning Through Scripted Role Plays, which can be found on the archived website of the Higher Education Academy of the UK, Centre for Legal Education at http://www.ukcle.ac.uk/resources/teaching-and-learning-practices/roleplays/ (Last accessed on 23.05.14). The materials available on the website are a compilation of eight courtroom scenarios replicating everyday cases in the criminal courts, plus supporting materials and teaching/learning notes for tutors and students. 50 See Maranville, supra n. 41, 52-55, whose views on the benefits of simulation in this regard seem to be supported by Bergman, et al. supra n. 43 , and whilst their findings are not empirical, these authors believe that from their own experiences in terms of process, simulations generally provide students with greater motivation to learn than methods such as lectures, discussions and case studies. They hypothesise that this may be something to do with the fact that the teacher is removed from the central position in the classroom. They also suggest that simulation can give rise to unforeseen events which to them suggests that students can direct the exercises to their learning needs. Finally they form the view that simulations give students
Confidence
The study further revealed that through engaging in role-play simulations students can grow in confidence and become more rounded law students. Consider these two responses; Role-play simulation seemingly provided students with the opportunity to become more confident and had a positive effect on students' confidence building. When the data was extrapolated, confidence was a recurring theme. Through observation, it was evident that whilst some students did not appear to be at ease when initially participating in the role-play, this unease did seem to disappear as the participants became more confident throughout the duration of the course.
Review of the data did not reveal any responses indicating that role-playing reduced participants' confidence. On the contrary, there was a general indication that the participants considered that they had grown in confidence through participation in the role-play exercises and this was certainly evident through observing the students' progress over a ten week period.
Reflection
Learning through experience can best take place when students totally immerse themselves in the learning process and afterwards evaluate and reflect upon their learning experience. 51 This is what occurs when students learn in this way and the findings of this study show that role-play simulation can help learners develop reflective skills. Consider comments from the following participants; that takes place during the event, and who believe that the process of reflection is an important human activity in the learning process. In fact the essence of Kolb's findings was that 'learning occurs not in the doing but in the reflection and conceptualisation that takes place during the event'. 54 Students will be able to do this by reflecting on their experience, something which Boud et al. consider to be an important human activity in which people recapture their experience, think about it, mull it over and evaluate it and it is this working with experience which is important in learning.
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Employability (graduate skills)
The employability agenda has never been more important for UK universities, particularly those newer institutions which, through the massification of higher education and the on-going widening participation agenda, are competing with the Russell Group and post-92 universities on what government would have us believe is a level playing field.
Competition for graduate-type employment should arguably alert Law schools to strongly consider introducing experiential learning strategies to enhance employability.
56 Such strategies could include work-based learning, community placements, community-based projects or individual studies, personal development planning and problem-based learning. All of which could be implemented to provide a stepped approach to embedding employability skills within the law undergraduate curriculum throughout the levels of study. A progressional approach to employability skills acquisition would include communication skills, advice, interviewing, legal drafting, witness handling, written and spoken advocacy and aspects of ethics. All of which is intended to be preparation for the practical/vocational stage (rather than a replacement for this later stage) of legal education in the UK.
Where optional courses such as the one in which these participants were concerned, particularly those modules that are applicable to the development of key graduate and transferable skills, there is a strong argument for the inclusion of role-play simulation within the curriculum. This is articulated from the writer's research, in that the student participants generally considered the approach taken with the course concerned to have helped them to develop important key graduate skills, particularly organisational management, team working and communication skills; 2, pp. 81-102, who recognise the importance of embedding employability within courses and support the use of role-play simulation to achieve this, maintaining that such strategies provide students with the opportunity to undertake problemsolving tasks in a "real world" situation. For further support for embedding employability see Neumann, B.R. and Banghart, S. (2001), "Industry-University 'Consulternships': An Implementation Guide", International Journal of Educational Management, Vol. 15 No. 1, pp. 7-11, who suggest that the relationship between academia and industry is a gap to be bridged and who support the use of "real" companies acting as clients in requirements gathering exercises.
"I have significantly improved in my organization skills as a mediator with the practise in prioritising issues and writing down an agenda to follow for the mediation".
Admittedly not all students studying for the qualifying law degree in the UK will practise law. However it is not just "lawyerly" skills that students can acquire, but also graduate or transferrable skills and in turn skills that will possibly enhance employability in a range of different employment settings. Experiential learning as part of a "for-credit" course in law supports students in making the transition from university to practice. There is evidence from the writer's research to support the fact that students believe that there are opportunities to achieve good depth of subject knowledge through engaging in deep learning of the law curriculum.
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Participants in the study generally considered that if the theory comes first, then it can be better understood through practical application such as role-play, particularly in an area of the curriculum which has a significant skills-based element associated with it. Again there is acknowledgement here of the benefits of making the link between law and legal practice in terms of knowledge and skills acquisition through deeper approaches to learning.
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The challenges to this learning and teaching approach The challenges that appear to be evident from having delivered this course and from the participants' feedback are categorised in terms of preparation, group size, motivation/lack of immersion, lack of reality and curriculum subject matter.
Motivation through lack of immersion on behalf of those participating in an organised role-play can have a detrimental effect on the effectiveness of the teaching and learning approach. Linked to motivation is the need for students to be very well prepared in order to adopt the role they are playing effectively, not only to maximise their own learning experience, but for others whom their behaviour influences. It is suggested therefore by inference that poor preparation and a lack of 'buy in' from role-play participants can prevent participants from "getting into role" and have a detrimental effect on the learning process. Lack of preparation for this kind of teaching and learning strategy may therefore be an impediment to effective learning through role-play simulation and "buy-in" from student participants is crucial for an effective learning environment to be created.
The lack of reality or authenticity could also be an issue for truly learning experientially through role-play simulation. 59 One participant suggested that some of the scenarios were perhaps not that close to reality and these presented barriers for her to learn more affectively; "....the barriers to [role-play] This may be because with a smaller group the facilitator is more able to provided one to one feedback rather than generic feedback to a group which may not address individual performances in any great detail.
In terms of curriculum subject matter, limitations of the use of role-play simulation were acknowledged in relation to the possibility of including role-play within the undergraduate core law curriculum was explored, so too group size. Based on the findings of this study, curriculum subject matter may present a barrier to the efficacy of role-play simulation as a teaching and learning instrument. When asked if there were any examples where role-play simulation really wouldn't work, or some aspects of the undergraduate legal education curriculum that do not perhaps lend themselves to the practical way of teaching, three different participants provided some interesting responses. The generally held views of the participants would appear to suggest that the roleplay simulation approach to teaching and learning would not necessarily be suitable for all undergraduate law courses and possibly only for the more optional courses which tend to be comprised of smaller numbers. However existing research does seem suggest that this approach can be effectively incorporated for some of the core law modules.
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Such experiential teaching and learning strategies could well be more manageable with smaller numbers of students where particularly in terms of graduate skills acquisition, one to one feedback is invaluable. With a large group it is often impossible for this to be achieved due to resource constraints.
The writer considers that some responses suggest that there is a place for experiential learning within the core curriculum e.g. Contract Law, a topic traditionally considered by some to be very dry and more often than not taught in the early stages of the law degree usually with a very doctrinal approach; hence many law students graduate having never seen any form of written contract. Law students may understand the theoretical principles of offer and acceptance, and consideration, but have little appreciation of how this is practically translated. They may during post graduate study have exposure to a contract of sale in a conveyancing course or a share sale and purchase agreement in a business law course, but little effort seems to be made at linking the theory learnt as an undergraduate to its practical application within the LPC or BPTC curricula. The undergraduate legal education curriculum, in the view of the writer, should not in this regard be mutually exclusive, but integrative.
Similarly those law graduates who are not going to be using their qualification to enter either branch of the legal profession with a view to becoming barristers or solicitors should also benefit from a more practical approach to their learning. An increasing number of law graduates do not enter either branch and many will end up working in an environment which may call upon them to give some kind of legal advice, not necessarily to clients, but certainly to their employers and colleagues.
Where any kind of personal interaction is required, the confidence which students confirmed that they gain through the ability to respond to "real time" or simulated role-play situations concerning real "problems" and "issues", will undoubtedly enhance graduates' ability to respond appropriately in the workplace arena. The kinds of role-playing that provides students with some measure of commercial awareness for instance is invaluable for those graduates entering employment sectors within the business world in areas such as accountancy, finance or in the insurance industry for instance. Law graduates will enter so many different employment sectors including local government legal service, legal publishing, political research, teaching and academia and they will undoubtedly benefit from having learned experientially through role-play simulation techniques.
Conclusion
In alignment with much of the literature in this area of educational research, the findings of the writer's small-scale study revealed that role-play simulation is certainly valuable in enabling undergraduate law students to learn about some aspects of the curriculum, in this case mediation in an optional final year law undergraduate module. This is particularly true of the application of the theoretical aspects of the curriculum to the associated practical setting, thus helping students to establish the important link between theory and practice. This clearly supports the view held by some educational theorists that role-play simulation assists students' learning in certain contexts and particularly for areas of the undergraduate legal education curriculum, which include aspects of professional skills-based competencies. As such it can be an invaluable teaching and learning tool in enabling students to acquire graduate level skills.
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Generally speaking the traditional approach to UK legal education has included the established view that future UK lawyers need really only be exposed to practical or experiential elements of 'lawyering' during either the vocational or professional stages of their post-graduate study. Law students have been traditionally educated to become lawyers by reading the law, 63 or in other words through engaging in doctrinal traditional black-letter scholarship. 64 Accordingly, the traditionalist argument is one that supports an undergraduate law curriculum which concentrates to a large extent on theoretical aspects of legal education. In the writer's view this is insufficient for preparing graduates for the employment market.
The findings of the study suggest that there is a place for experiential learning in the form of role-play simulation within the undergraduate law curriculum for a module that has a skills-based component such as mediation or negotiation. Whilst the roleplay simulation aspect of the Civil & Commercial Mediation course was favourably received by the student participants in the study, the research findings revealed that there was a balance of opinion about the likely efficacy of this approach to learning and teaching for core areas of the UK undergraduate law curriculum. However the responses in relation to motivation, increased confidence and deeper learning show that role-play simulation does have a part to play in undergraduate legal education, although a wide-ranging study would need to be undertaken to establish if this is indeed the case as regards learning aspects of the core law subjects.
There is good evidence from other law schools both in the UK and abroad to support the use of role-play simulation for areas of the core curriculum such as Contract Law, Property Law, English and EU Legal Systems, Criminal Law, Litigation and Evidence, 65 and as such there is an argument for giving students the opportunity to learn some of the core subjects by using elements of role-play simulation. For instance there may be some merit in requiring undergraduate law students in simulated situations to take instructions from, and provide advice to clients about aspects of a land purchase in Property Law. Such a scenario might perhaps concern the theoretical application of rights of way and easements. Students may understand more about theoretical aspects of Equity and Trusts and better make the link between theory and practice through the taking of instructions for preparing a will, by giving advice to a "client" on intestacy rights in a scenario involving a wealthy family member who died intestate or advising on the creation of a simple charitable purposes trust for instance. Again a wider-ranging study centred on role-play simulation within the core curriculum should reveal the scope for this approach to learning and teaching and whether or not "real time" simulation achieves some of the learning objectives which an optional module such as the one which was the subject of the writer's study achieved.
The research here highlights some of the challenges to the effective implementation of simulation-based approaches to teaching and learning within undergraduate legal education. The student groups at this stage of study are usually quite large; at the writer's institution in excess of 50 students are present in a class teaching one of the foundational subjects of legal knowledge and the Law School is small by comparison.
66 This does present some challenges, not only for the learner, but also for the facilitator of the learning process in creating a beneficial learning structure in terms of preparation and implementation, but these are by no means insurmountable. For students to get the best out of the role-play simulation exercises in terms of formative feedback more than one facilitator may need to be present; reflection on learning might best be achieved in smaller groups where the facilitator can give feedback on specific student performance; this could conceivably be achieved during seminar time and would be less effective with larger groups without significantly improving the teacher/student ratio.
In order to provide a rounded student experience for the UK law undergraduate and enable the law student to better make the link between theory and practice, a balanced undergraduate legal education curriculum must be provided. Such curriculum design would combine the traditional more didactic learning and teaching methods with the some of the more progressive experiential approaches such as role-play simulation. This would be a suitable alternative to the full clinic model which does require additional staffing with the associated budgetary implications. In some institutions the ongoing funding required to ensure sustainability of such "live clinic" projects might be considered a luxury and as such unjustifiable.
The study which informed this article was very small-scale and as such inherent limitations with its findings must be acknowledged. Whilst the participants in the study considered that role-play simulation would, on balance, achieve the desired effect in the kind of skills-based course in which they participated, in order to develop a greater understanding of the efficacy of role-play simulation for studying other areas of the undergraduate law curriculum, a larger-scale study could be undertaken employing greater numbers of students, from a wider range of law undergraduates. Such a study should focus on other areas of the undergraduate law curriculum, including those core foundational courses. Perhaps a more longitudinal study of students' progress through the levels of an undergraduate law degree could benefit and contribute to the body of research already available in this area.
